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ROMEO * S QUEST 

An Adventure in Character Study 



Introduction 

yelcome to an entirely new way to enjoy 5h a k esp ear e s 
bsi an set i v e part ot it ! In "chis ciaine^ you as irb p 1 8. vet 
will become the character of Romeo, and completely rewrite 
Act V of Romeo and Juliet by the decisions you make. All you 
need to play are these rules, lots of imagination, and a 
little lock™ It is the author's hope that through this game 
you will feel closer to Shakepeare s lovesick young man by 
actually 1 i v i n q within h i hi * K eep your w i t s about you a n d 
enjoy ! 



Game Materials 


Romeo's bluest contains the following i terns s 


Holes Book 
Even t s Boo k 
Playing Map 

Record sheets (with Glass Markers) 

Romeo Playing Pi ace 
Fol der 


Please read all of this hook before playing, but DO NOT read 
the Events Book » 1 1 cental ns descriptions of happeni ngs 
which randomly occur throughout the game., and should be read 
only at the rules'" request. 


Becoming Romeo 


The purpose of this game is to help you understand the 
character of Romeo by asking you to pretend you are him. Try 
to think his thoughts and feel his love for Juliet* As much 
as the game al lows, make your decisions as Romeo- Throughout 
these rules you will be spoken to as Romeo, so try to 
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them as 'guidelines for survival' rather than a complex game. 
The Events Book will help you stay in character, so give your 
imagination a challenge? Hake Romeo's Quest come to life in 
your mind and you will leave the game with your own unique 
interpretation of this character . 


Thm Setting 


Unlike Shakespeare's play, Romeo's Quest does not take 
place in Italy, but an imaginary land instead . "This world 
doss share simijiftr characteristics with Ital y , but there are 
def i ni te changes,* Cities are much more remote and separate 
from each other™ The terrain varies often, ranging from 
mountains to swamp I. and * Magic is possible, and inhabitants 
with this gift use it for good and evil. Beasts of ail sorts 
roam about , driven by their hunger* In short, this is a 
hostile war 1 d , and staying alive i s of great importance. 


The Plot 


"And here you will stay. 1 " 

The guards who have escorted you for the past week are 
turning to leave at last* As the troop of mounted men 
disappear beyond a nearby hill, you hear one of them speak - 

" I hope for that boy * s sake he doesn ' t try to come back 
to Verona, The Prince is truly pressing hard against the 
feud these days, is he not? Imagine, ordering us to take the 
lad this far out to insure his banishment! Why, I remember 
when all Escalus did was..." 

As the conversation fades into the distance, you 
pax nf Lilly remember what, has happened. Httsr the fight. with 
Tybalt, you Here captured by the Prina& ' s men. The deaths of 
your close friend Mercutio and your new cousin by marriage 
have blurred your memory at this point, but the announcement 


of your banishment is still fresh in your mind, "Escort him 
by force a week's journey away from our city, so the knave 
will think twice before returning! I'll not stand for this 

any longer ? " 

Sadly, you now examine your surroundings. Just a few 
yards away there is a small city - at least they dropped you 
off near civilization* Still, you have little money, no 
food, and all you long for is your gentle wife, Jul iet . 

The letter! Suddenly you remember the small boy who 
quickly handed it to you in the street, just as you and the 
Prince's men were leaving Verona- During the journey you 
kept it hidden, for fear of it being taken by one of the 
guards, - But now t hey ar e g on e , and y on h ur r i ed 1 y r i p open 
^ iS e ^fcfal ss* id ucgiu u« j eao. 


(Please read Friar Laurence's letter) 


Your worry for Juliet's safety is overcome only by the 
thought that you may be reunited. Silently you vow to 
complete this quest to save your love's life- You run toward 
the city wi th fire in your veins! 

The Object 

To complete Romeo r s Guest* you must collect the . three 
ingredients needed -for the antidote,, return to verona ? and 
save Juliet- Because you have traveled for a week before- 
reading the Friar's letter f you now have only five weeks to 
complete the quest- If time runs out, Juliet dies. In 
addition, you must take proper care of yourself or you may 
die as wel I - 

Preparing to Play 

Place your Playing Piece on the city of Mantua on the 
map- Now prepare a Record Sheet for this game- You begin 
with a dagger, foil* and 10 ducats - write these in the 
Possessions and Money sections respectively- Place glass 
markers on Day 1, Week 1 , Health 25, and Weakness 0- 

Random locations of the antidote ingredients add variety 
to the game- Shuffle the cards and draw- Find your card on 
the Location of Ingredients Ch^rt. (Section 10) , and write 


this city on your Record Sheet under the first ingredient. 
Always place cards on the bottom of the deck after drawing. 
Repeat this unti I you have locations for al I three 
ingredients, and draw again if you get the same city twice. 
You are now ready to begin. 


The Rules 


1 . Characteristics 

Two factors determine your condidtions Health and 
Weakness. Your Health level is a rating of your general 
state of being. This value can decrease through battle 
wounds or starvation, and can be increased in various ways. 
If your Health level reaches zero, you have died and the game 
is over. Your Weakness level is an indicator of how many 
days you have gone without food, your present emotional 
state, and general physical fatigue. This value has a direct 
effect, on your Health, since for each day your Weakness level 
is at five, you lose one Health level. As these values 
change, adjust the glass markers accordingly on your Record 
Sheet. 

2. Turns 


A series of turns, each the equivalent of one day's 
time, makes up Romeo's Quest. There are a maximum of 35 
turns, or five weeks, in a single game. A turn consists of 


four main phases; Movement, Event, Nourishment, and Sleep* 
The rules cover each of these separately* For reference to 
the order of possible actions in a single turn, use the Turn 
Actions Chart (Section 10). 

When the last phase of a turn is complete, advance trie 
day marker on the Record Sheet* Each time the marker passes 
seven, advance the week marker and set the day marker back to 
one, When you reach the final day of the final week , the 
game is over - Juliet has died in the Capul et ' s tomb and you 
will spend the rest of your lonely life in anguish. 

3. Movement 

During the first phase of each turn, you are free to 
move at will. There are several rules of movement, each 

of terrain to traverse- Movement can 
if you have purchased a horse. 

In general , look under the 
appropriate terrain column on the 
Movement Speed Chart (Section 10) to 
find the max i mum distance of travel. 
Next, divide your Weakness level by 
two, rounding fractions up. Now 
subtract this value from the maximum 
distance of travel to obtain the actual 
numh^r of squares that you may move,. 
It is possible for this value to be 
zero or less™ In this case, you 0iay 


miii mmi 


depending on the type 


be on foot or mounted 



New Terrain Moves - Moves Made 
= Moves Remain ing 

For ex ampl e , Romeo i s on -foot , movi ng al ong a road , ,and his 
Starvation level is zero. He has traveled three spaces, and 
then wishes to move into mountains- The max i mum moves in 
mountains on foot is two, and since 2-3--1 T or zero, Romeo 
stops after entering the mountains. However, i-f Romeo has 
already traveled mountain terrain for one space, and then 
moves into a meadow, he has three moves left, since 4-1-3. 

The Romeo Playing Piece may move in any direction on the 
map • ex cept for diagonally. If he reaches the edge of the 
map, he must adjust his route of travel so he does not move 
past the border. 

If a river is reached during a turn , al 1 movement stops. 
To cross the river, draw a card and reference the River 
Crossing Chart (Section 10). You will find an event to read 
in the Events Book that will tel 1 if you successful 1 y crossed 
the river. This takes an entire turn's Movement phase — if a 
crossing is unsuccessful , the phase is over. 

If Romeo purchases a horse, he may move much faster than 
on foot. However, it is more difficult to cross rivers, and 
movement through swamp terrain is impossible. Romeo may 
release his horse if desired, but it cannot be regained, so 
he must purchase another. 

Instead of the Movement phase, Romeo may choose to rest 
for the day- This will restore one Health level per day of 
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you successful ly crossed the river - This takes an entire 
turn ** s Movement, phase — if a crossing is unsuccessful , the 
phase is over, though you may try to cross again in the 
morning. 

If you purchase a horse (Section 7) , you may move much 
f a ster than on f oot * Ho^sver , it is mor & difficult to cross 
rivers, and movement t h r ough swamp tsrrai n i s i mp oss 1 hie- 
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regained, so you must purchase another before continuing 
mounted movement . 

Instead of the Movement phase, you may choose to rest 
for the day « This will restore one Health level per day of 
rest. However, this value may never he more than 25, 
regardless of how many turns you choose not to move. 


4* Events 


After the Movement phase is complete, a random event 
will occur- These can help or hinder you* and several will 
require you to do battle with a foe (Section 8). Some events 
will give you a choice of possible actions and require you to 
make a dec i si on - 

To select the current turn s- event , or aw a card from trie 
deck. Events are assumed to take place during the Movement 
phase you have just, completed, so refer to the terrain or 
city charts in the Events Book and find the value of your 
card. Read the appropriate event and follow all instructions 
you find in the text- 
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5- Hour i sh men t 


During 


-i- ea 


course of the Quest 


iliUSH 


Obviously, you must. 


first have 


which 
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I o iiLin ii m or at** 5 a m 


card and refer to the 



Hunting Chart (Section 


10) 


Look 


under 


•ir "e—- 5. 


ci|_? jLi* \Jk\J f 3 tl «=f 


terrain column to find the section to read 


XI! 


L j i fcr i y _fl ? v. 


OOOsK a Wnl L» i Iflll i 1 s-Ei i 


vou the outcome of t. 


tit: 


I a ^ 1 Ir _„ 


Your 


SUM i f_ Jt I ifJ *si_&y 


cause an additional event 


G 


|™ a— | 3, j— 


A '5: 


repeat the i£vent phase as before 


hunting can only be 


attempted once per turn.. 

The ahsincB of success whi le hunting is determined by the 


c ur r en t, t er r ain. 


Hunting is not possible in swamp areas. If 


an attempt is successful , you may gain up to 


food „ The Events Book will determine this amount 


If you are in a city, you may i nstea 


si mpl y p u r c hs^s ai 


ffl UCn *** O O d 
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/Go desire (Section 


F ft 


cj>* i cr t_j ex v 


t_j o y ss ^$jijp>j_$x y 
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one ducat. 


f you have no food and are unsuccessful at hunting, 


c a? s not e a t. 


•for t.h. :> 


eft i_ 


d 


a y a 


"his will increase 


ur Weakness 


evel by one, causing 


y i_ji.ii 


ptfl *— t * J! w. _3 
IlliJ V CltlCI I u, 


ecr ease 





(Section 3). If your Weakness level reaches -five, each 
additional day without food will d&cr&nn-^ your Health level 
by one (Section 1 ) - When you finally aecquire food, each day 
of eat i ng wi 1 1 decrease your Weakness 1 evel unti 1 it is once 
again zero* 

A. Sleet); 

At the end of the day, you must sleep for the night. If 
you are travel i ng through terrai n , you si mpl y f ai 1 to si eep 
right where you are- However, if you are in a city, you must 
pay two ducats to sleep in an inn. Most citizens don't want 
travelers sleeping on their streets, so this is an ordinance 
in each city- In fact, if you have no money and end a turn 
i n a city , the town watch wi 1 1 force you out , causi ng your 
weakness level to ± n c r e a s e h y one, because of f at x que « X "t 
this happens, move one additional space out of the city in 
an y d i r ec t i on » 


Once you are asleep, you may have a dream- Draw a card 
and check the Dreams Chart (Section 10) to find out. If you 
do, draw again and refer to the name chart to find the 
section to read in the Events Book. There you will read what 
the dream is and its effect on you. 



7. Cities 

As you travel throughout the land, you may stop in any 
of the fifteen cities on the map (including liantua , your 
starting point, and Verona, the end of the quest)* The real 
object of the game is in these towns, since it is here that 
you may find the antidote ingredients. In addition, these 
cities can foe very beneficial to the quest, because of 
certain actions that can only be performed within them. 

Once you stop movement at a city , the turn i mined i at el y 
progresses to the Event, Nourishment and Sleep phases, and 


you must pay a two ducat fee to sleep in an inn (Section 6) » 
Only in the morning, the following turn, can you begin to 
take advantage of the city * s resources, 

There are three possible actions to choose from once in 
a city: buy goods, seek employment, and pr&y&r*, Also, you 
may rest for the day to regain Health (Section 3) » Only one 


t he*=»e 
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may be performed in a single turn , but there- 


is no limit to how long you may stay in a city, so you may 


choose one or all of them over the course of several day 


Buy Goods z If you have accumulated enough ducats, you 
may choose to spend them at the local trader's shop, To buy 


an item, s x m p 1 y deduct uhs 


fcb-r-J 1 E H ft . f l a i 


e from the Honey sect i on of 


your Record Sheet , and wri te your purchase in the Possesions 


section* Hrit-.es ar 


f ol I OWS: 


General Goods 


Single Day of Food : 1 Ducat 


riof se 


O Ducats 


ectpons 


ET.~ t.i 1 

hpee 
Saber 


10 Ducats 
15 Ducats 
20 Ducats 


S&&k Employment : 


i he 


only easy way for you to 
e a r r , d u c a t s I s i t h e g a t n a is 


by find! ng nor k « 


It is 


possible that none wi 1 1 be 


available on a certain day, ^ 


but you may try again for 



as many turns as you wish. To seek employment , draw a. c^rd 
-from the deck and refer to the Employment Chart (Section 10), 
Read the selected section in the Events Book to find out your 
job and pay* if any. All tasks last for one day only. 


Pr&y&rz During your stay in a city, 
you may go to the local church and spend the 
day in prayer. As you pray for Juliet's 
safety and your own, Bod the Father may 
bless you because of your efforts. When 
choosing to pray, draw a card and find its 
value on the Blessings Chart (Section 10). 
Read the appropriate section in the Events 
Book to discover what you have gained for 
your reverence . 


When you enter a city that contai ns an 
antidote ingredient, you must first ask 
around the town and find out where it is and how you may 
obtain it- Drm^4 a card and refer to the Availability of 
Ingredients Chart (Section 10) , then read the required 
section in the Events Book. Here you will discover what, must 
be done to find the ingredient. Of course, the three actions 
listed above are still available in any selected city, and 
you will need them to complete the quest. 
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Foes of all kinds, man and beast, will confront you 
during your travels. When this happens, you have no other- 
alternative but to stand and fight. These rules are perhaps 
the most difficult in the game, but once you understand them, 
combat can proceed without difficulty- 

For simplicity, battle is simulated by a c biow by blow 4 
system, This means that you should aarry out the following 
rules first, for you, and then for your foe. Of course, real 
combat would include simultaneous fighting, but taking turns 
suits the game well and offers greater ease of play. 

A round of battle consists of attempting to attack the 
opponent , and then determining wounds inflicted if the attack 
is successful. To begin a round, draw from the deck. 
Basically, a red suit signifies the foe has been struck, and 
a black suit signifies a miss or blocked attack, However, 
there are two factors that change the probability of your 
success: weapon quality and opponent skill. 


Four weapons are available to you. These are your 
dagger, or a foil, epee, or saber which you can purchase in 
any city (Section 7). If your weapon is poor, cards from the 
upper end of the red suits ( start i ng wi th Kings) wi 1 1 not 
signify a hit. Similarly, an excellent weapon will add aard^ 
from the lower end of the black suits (starting with Aces) to 
si gni f y successful blows. 

Three ratings of skill are possible for your foes, which 
are novice, equal, and skilled* If an opponent is a novice- 
fighter, cards from the lower end of the black suits signify 
hits for you. In like fashion, the upper end of the red 
suits do not signify a hit if your opponent is skilled. 

When determining modified cards, order the suits as 
Diamonds before Hearts, and Spades before Clubs. Figure 
these modifiers at the beginning of each battle, and refigure 
them if either of the two factors change- Several examples 
follow for further explanation — please refer to the Battle 
Chart (Section 10) to fully understand the system. 

Example Ones You carry an epee, and must: fight a foe of 
equal skill » In this case no modifiers apply, so all red 
cards signify hits and all black cards are misses. 

Example Tmoz You have a foil and face an opponent of 
equal skill. According to the chart, you must subtract three- 
cards from the upper red suits. Since counting proceeds from 
the Kings and travels Diamonds to Hearts, the King of 
Diamonds, King of Hearts, and Queen of Diamonds will not 
signify hits. If you draw any black tzard or one of these 
three, you have missed your opponent. 
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Example Threez You are using an epee and now must combat 
a novice foe. Because of your opponent's lack of skill, four 
of the lower black cards will count as hits- Sines counting 
begins at the Aces and travels Spades to Clubs, the Ace of 
Spades, Ace of Clubs, 2 of Spades, and 2 of Clubs, as well as 
all red cards, will signify that you have struck your toe. 

Example Fours You carry a saber and are attacked by a 
skilled opponent. Because of your excellent weapon, three 
1 ower bi ack cards should be added to si gnif y hits. However , 
because your foe is skilled, four cards must be subtracted 
from the upper red suits* When this is figured, the Ace of 
Spades, Ace of Clubs, 2 of Spades, and ail red cards signify 
a hit, with the exceptions of the King of Diamonds, King of 
Hearts, Queen of Diamonds, and Queen of Hearts. In other 
words, the two factors almost cancel each other 
your probability is actually only decreased by one card. 

Remember , these modifiers only Jiangs the meaning of 
cards during your attack - they do not appl y to attacks on 
you made by your opponent, When drawing for your foe, the 
general red/black suit rule is all you need to consider. 
This is because you are a f i ghter of equal skill, and ail 
opponents' weapons are equivalent to an epee. 

Once you score a successful blow, draw again to 
determine the outcome of your attack- Find your card on the 
Wounds Chart (Section 10) and read the appropriate section in 
the Events Book under the Romeo heading, There you will read 
the amount of damage you have done to your foe. 
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Remember that you must also draw for your opponent, 
which includes determining the damage of his blows to you. 
In this case, be sure to read under the O pponent heading of 
the events. Remember to keep track of the enemy's Health, as 
well as adjust your own Health marker as you are wounded. 
This is important since these values decide when each battle 
wi 1 I end . 

9. Ending The Quest 

After obtaining all three of the required ingredients, 
you must make the anti dote. First , move next to any river on 

the map, since the Friar ' s letter outlined the need for 

i 

water. Once you are there, it does not take significant rime 
to mix the ingredients in the river, so you may assume you 
finally have the antidote^ and at last the hope of saving 
Juliet! From this point in the turn you may continue the 
Movement phase by moving away from the river, or stay where 
you are and attempt to cross. 

You must now make your way to Verona as fast as 
possible- Once you have entered the city, the quest is not 
yet over- Read the final section of the Events Book and 
follow the instructions there to determine the outcome of the 
game - tender love and rejoicing, or ultimate separation and 
defeat * 
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10. Charts 


LOCATION OF INGREDIENTS 

(Mr i te results on Record Sheet} 


r 


A 

z»X 


Hi 1 an 

3 

Brscc X 8HG 



5 

Genova 

o 

Padua 

7 

Vehsz x a 


Pi sa 

O 

Aragona 


1"* sor x dOG 

1 

iJ 

SQfSSl Fid 

Q 

Rossano 

K. 

s Lj x si i s i_ 1. 1 IL_* 



li 


TURN ACTIONS 

(Aval l&ble iri this order only} 


Terr a i_n 

Choose ones 
i „ Hove 

jlL a F^G?;^ III 

i I . EVENT 

Draw for event 
III, NOURISHMENT 


IV 


Hunt if desired 


SI. . EE EP 


iiraw for dream 


City 


X J * 


X X « 


IV 


MOVEMENT 

Choose one: 

i « Rest 

2 . Euv ooods 

3 * Ses k empl o y 01 en t 

4. Prayer 

EVENT 

Draw for event 

i mI_>»_Ji villi li f CUM t 

Hunt i ng not al I owed 

n*-^ **A ^h-n Im 

Hu5"c pay jcf ducat.s 
Draw for dream 


MOVEMENT SPEED / Squares Per Day 

(Stihtr act Starvation Level 
from these values) 


Road Headovj Forest tints Swamp 
On Foot 5 4 3 2 1 

Maun t ed 8 6 5 3 


RIVER CROSSING 

C Ho v ement en ds when r iver is reached) 


Cat 


On Foot. 2—10 J— A 
Mounted 2-9 10— A 


HUNT I NG 

(Draw fr om appr opr iate ter r a i n co lumn ) 

Road Meadow Forest Mnts Swamp 

C-3 2-7 2-6 2-5 2-4 - 

C-4 8-K 7-Q 6- J 5-iO 

Event A K— A Q— A J -A — 


DREAMS 

(Dram at. end of day} 

Occur ance? Yes Mo If yes, C-5 C— 6 

2-6 7-A 2-5 6-A 


DL.C.DD 4 ImuJZj 

(Dram if prayers are made) 
C-7 C-8 C-9 

*"? — £ Q 1 f% — f\ 


EMPLOYMENT 

{ On 1 y i n cit i es ) 

C-m f — it r~" — 1 *!> r* — i — 

2-5 6-10 JQ K-A 


AVAILABILITY OF INGREDIENT 

(Dram when entering a selected city) 

_ *"3 '"j: ^ — _ 2 I™*" **J "TT 

2-6 7-10 J-K "A™ 


£^ ^^fc \ iw^g 

(Use to resolve conflicts) 


In Sener a I 
Red Suit - Hit 
lack Suit - Hiss 


Modifiers 


ffT^fr %J li i iaf 


Dagger 
Foi i 

s trr 
— — g~ 

Satser 


- Mi nus- 5 cards {Upper Re*d) 

— Hi nus 3 cards {Upper Red) 

— No Hod i f i sr 

- Add 3 cards {Lamer Black) 


Opponent i Nuvi t_e 

Equal 


Add 4 cards {Lower Black) 
No Modifier 


Skilled - Minus 4 cards ("Upper Red) 


WOUNDS 

{Dr&M Bft&r a /> i t is m&de J 


Red Suit 


C-20 


6- 10 


J -A 


C-23 
Ace of Di amonds 


